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WARNING: READ BEFORE USING YOUR PLAYSTATION®@2 
COMPUTER ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce — 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms eveninpersonswhohaveno 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, | 
altered vision, eye or muscle twitches, loss of awareness, disorientation, | 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use | 
and consult your physician before resuming play. | 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherials not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the | 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

e This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. | 
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daar Cards 
ave game settings 
jon®2) is required. Insert the memory card into MEMORY 


1 or MEMORY CARD slot 2 of the PlayStation®2 computer 
ment system before starting play. You can load your saved games 
same memory card. or from any memory card (8MB) (for 
previously saved SILENT HILL 2 games. 


ory cards cannot be used. 


and progress, a memory card (8MB) (for 


B of memory card data to save 
€ on your memory card 
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. DUAL SHOCK 2 Analog Controller Configuration 
} L2 button R2 button 
i ~ U1 button = —s R1 button 
” : : 


~ directional button ————= 
Select menu options 


left analog stick 


ea 


SELECT button A button 
ANALOG mode button © button 
START button X button 
right analog stick © button 


Directional Buttons / Left analog stick: Controls movement forward and backward and 
also rotates James left and right. Press and hold the ® burton during movemem 


4 to run. 
4 
( SELECT button / SUARL button: Access the U1 button: Srvale lett 
lrem Screen (pause). Press tye ® bunon Ri button: Strate right 
Yor Yo game. : U1 + Ri buttons: Fast 180° vurn 
{ U2 button: Search View. Hold down vo fixate the camera behind player during, play. 


‘The search view cannot be used in all locations. 
. 


2 button + Right analog stick: Wold down the 2 button and use the right analog, 
1 stick to look around in the desired direction. 


R2 button: Press and hold down \o draw weapon. Use the left analog stick or 
attack. 


k ® View map in map window. When finished viewing the map, . 
press the ® burn to return to game 

€B Attack (while holding the R2 button) / Search / Confirm selection 

@ P s and hold Yo run / Cancel selection f. Guard attacks 

flashlight Tin/oft 


| directional buttons to aim in the direction of a monster and press atte @& burton 10 
: 


Other Contro 
t Reser: Pres 


multaneously to sof! 


7 NOTE: Comyoller se 


Three years ago, James Sunderland’s wife became seriously ill and Passed away, 


pull himself together and resume his 


back on his feet. The emotional 
im a constant state of mourning. 


James tried to 


life after the loss but 
struggled to get 


Pain and emptiness left James 


ary, the same name a 


sanctuary of memories.s 


one day, a cryptic letter 
; . “9 ile 
In the letter, Mary writes “Sz 
for you there.” 4 


Saay 
1 1 ow 
fe questions if Mary is someh 


im. 
9 
yer | came here to see my Mary... 
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splace is. too full of mem@iiies... 


. Shreuded in mystery and driven b 
4 off into the world o ent Hall... 
As the fog Brows thickex, Jame 


“The only way to St to the center of 
have been an accident or something becous 


“But wait...” 


“The map shows a single road through the forest that 
the only way to get ae 2s to take this road on foo 


, 


NEW GAME 
Select NEW. CAME. to play a game from the 


‘ 


beginning. Subsequem memtis. will prompt you 
to. select an Action and Riddle. diffic 

Use the following chart elp select 
levels. Once you have sel te 


sel 
we 


level, it cannot be change 


* ifficulty level. 


ACTION U J 'D: Monsters are very strong and fast mee 
Ls Standard difficulty =e 

? v eak monsters and simplified controls 

BEGINNER: Enjoy the storyline, drama and puzzles 

of Silent Hill 2 without fighting 


RIDDLE LEVEL = HARD: Riddles are complex 

NORMAL: Standard difficulty 

EASY: Riddles are ‘simplified and-hints are provided 
NOTE: Regardless of the difficulty levels’selected, the game scenarios and 
endings will be the same. pn ee 
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¢ INTINUE 

| Select’ CONTINUE to resume playing a previously saved SILENT HILL 2 
playing a p 

“game using data saved on a memory card (8MB) (for PlayStation®2). For 


+ more information on saving and loading. see page 2. 
4 


-! NOLE: The CONT NUE option will not a 
a previously saved SILEN! HILL 2 dare 
is — within uiggne 


LOAD al SS 
fF) Seer OAD to choose a * speciig tu é T HULL 2 


on the litle Screen until 


he ¢ 4 burton. For more trtaatian on saving 

and loading. see page 2. ; 

NOTE: The LOAD option will not appear on the litle Screen until a 
previously saved SILENT HILL 2 data file exists. 


OPTION 
! Select OPTION to adjust game settings. Follow OPTIONS 
| the on-screen menus for additional information. 


NOTE: Game settings can also be adjusted 
during gameplay by pressing the STARI 
z button to bring up the Lem Screen. Select 
| OPTION from the ltem Screen to adjust game 


Adpuat the Drightwess. 


settings. 
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James has returned to Sikknt Hill id fincover the truth about his late wife 


Mary. As James ventures de eper into town, he must successfully overcome 
the challenges that await hin. 


Objective 


th some situations, defeating/avoiding 


pe necessary. Lf James can overcome,the 
obstacles, information regarding the grigins of the mysterious letter, might be 
revealed and possibly even darker secrets. 


monsters and solving puzzles wil 


y y llth \ 


How to use the map : fir 
If James has Amap in his pert A 

1 Use the button 

button to view the map. 

pee in/zoom oby. When the map ts wormed, 

i i 

in, use the directional buttons or lef adi 

sick 1o view specific axeas. lf the mre ate 

i press the Up/UVov 

of multiple floors, Af y 

directional buttons to vie ane eta ih: 
As James searches cextain areas, he 


en i Q in red 
automatically make notations © the map 


i ma 
marker. The green pointer \@n the Pp 


’ ent position. 
represents James’ cury’ Pp , : 


Field a 
During the game, control James using Whe 
directional buttons. or left analog stick. Whe 
James is near objects or items, iden. x] 
button to search the immediate area. Important 
information or useful items may be discovered. 
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The upper ef.’ ‘corriey dAtameNW Tee 
(accessible by. pressing’ the START bu . 
show James’ ‘cuirrentshealth: sans 
Status Box. The current health status of 
determined by color, whith will we 
red as-health decreases. 1f the vibration fumetion 
is enabled (accessible in the OPTIONS menu), 
the controller will begin to shake more violently 
as James receives more damage. This:-is” an 
effective tool for Baugmg current health status 
during normal gameplay. James will die when his 
health is completely depleted. Use items, such as 
the First aid kit and Energy drink to replenish 
eres’ life: gauge. For move Yh rear mers ¥ 


ma RE 1, 


A game can be saved at any one of the various — 
save points scattered throughout Silent Hall. The: 
save pointsiareleéasily identified as mysterious red 
Objects.~ When James is Wacing,. 2 Save Point, press ie 
the €9°buiton to atcess the Save Screen. Game! 

Rrogress can be saved any number of times at save 
pokat locations. Followthe-on-screen amstructions 
to Sake yourscurrent, presi 
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James Sunderland Age: 


Unknown Occupation: Protagonist 


Mary, became seriously ill and passed away. 


y; lifeless days of mourning, 


his wife is not alive, James 
determined to find the truth 


Angela Orosco Age: Unknown Occupation: Unknown 


James first meets her in a cemetery and from the beginning: there 1s 
something shadowy about her, Ever since childhood. she was convinced that 
she would never be happy: She van away from home shortly after graduating 
from high school, but her father found her and dragged her back home. She 
yan away from home again. this time to Silent Hill, but now she is lost. 


Maria Age: Unknown Occupation: Unknown 


On the surface. Maria looks exactly like James’ late wife. 


however Maria’s 
hairstyle and taste in clothing are completely different. 


Her personality, 


cheerful and energetic. is also the exact spreritacol Mary's. When James 
first meets Maria, he is shocked by reseni ~aS well_as the intimacy 


of their Conversation, as if they had Kiiown 
a learning of his purpose in Silent Hill Ja 
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years. After 
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Age: Unknown Occupation: Unknown, 


’A Stubborn, bratty, little girl iwho does whatever'she wants andsuddenly Bors 
on her way. She crosses James’ path + f ughout his search and seems.to know’ : 

" more about Mary than what she reveals" Coincidentally, she wava ‘patient fii : po 
the same hospital jas Mary and they becamp very closes Mary toved, her ds\! 
her own daugHter. Perhaps she, holds the ‘truth that James is seeking: ins 

Age: Fatt wath x 


car 


Age: Unknown 
Occupation: Unknown 
Jess man who 1s deep|i 


ersonality. but 
ered. 


minded, clumsy and use 
gentle, quiet P 
snot control when ang 


Eddie is,a simple- 
gerting hurt. He has a 
jother side that he car 


e in Silent Hill? 


rerrified of 
also possesses 47 


What ‘is his purpos 


A large wooden stick with 
a few nails on the Up. The length is 
between 32-40 inches. The wood is thick 
enough to hold m one hand and swing, it 
easily. The style of this wooden plank is 
very similar to wood used at construction 


sites. 


2 Ordinary handgun that loads 
ammunition from magazines. Use the 
handgun for long distance atracks, but be 
yesourceful with the ammunition. Let the 
monsters get closer to maximize the 


damage of each shot. 
3 Boxes of ammunition. 


4 Replenishes a lot of 
stamina. Try to use these only when you 


ave seriously injured or out of health 
drinks. : \ 


Replenishes a little 
stamina. 


The letter from 
Mary inside a plain white envelope. 


The back 
“Mary.” 
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| of the envelope says 


lr may be broken or just not 
receiving any broadcasts. Alf yoni 2 f: 
hear is white noise. Howevex,- foe y- 
some reason, it becomes louder: When f' 
_ there are monsters; nearbya& A very 
‘important item. “we 


8 Can be used to light Up 


dark areas. Can be turned on and 

; off.- An essential item for fightity j 
and searching; however it will alga 

monsters to your position, Ve 4} 
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ived items using the Left/Right directional buttons or left analog 
The commands available for each item will be displayed in the 
Command box in the upper right corner. Select an item by pressing the 

ton. then select a command from the Command box. Press the ® burton 


ro cancel an item selection. 
se 


ay. 
Combine 
Sometimes the solution to a puzzle will require you to use several items at ' 
ongy In these cases, the Combine command will appear. Select the necessary | 
. jee needed to solve the puzzle and combine them into one item. Once the 
Por items are combined, use the item to solve the puzzle. 
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~ 
Status Box » e 


As James’ health decreases, this box will gradually turn red. For more ’ 


information on the Status Box, see Game Over page. 7. 


Memo 


Hints on how to solve puzzles and important game messages are displayed 
here. Newer messages are displayed first. 


Map 


Refer to the map. For more information on maps, see How to use the map page 8 
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ighiness Level: Adjust the brightness of the game screen. 


2) Screen Position: Adjust the Position of the game screen. 


Button Config: Customize control settings. 


Control Type: 3D Ope: Press up/down on the left analog stick 


to move forward/backward and press 
left/right to rum around. 
2D Upe: Press the left analog stick in any 
| direction to move in that direction, 
Vibration: Select between Off, Soft, No 


rmal, Hard Vibration 
functions. 
\ 


continued from the last save point. 


Language: Select between English or Japanese language. 


Subtitles: Tarn in-game dialog subtitles On/Off. 


Sound: Toggle the sound between Stereo/Monaural. 
BGM Volume: Adjust the volume of the background music, 


SE Volume: Adjust the volume of the sound effects. 


Search Vieu 
While pressing the L.2 button. 
mode. This mode changes the focus of the came 
In this view mode, the 
Move the right analog stick to look around whil 
Utilize the Search View 1 


the camera angle changes to the Search View 
ra to where James is looking. 
player can look further forward and around corners. 


e in Search View mode. 
your advamage, however some areas cannot use 


the Search View mode. 


eght and Sound 
ne monsters have eyes and ears and use these 
ocate James. If they are not alerted to James’ 


presence, they may not attack. 
flashlight and 


I 


to 


Turn off the 


careful 


ip Pay-close attention 10 the sounds in 
such as echoes and noises to ga 


a approximate po itioning and location o 


sounds. James can stay fully prepared for 


worst by listening closely to the atmosphere and 
fc: is 
sZFORCE | environment around him. 


Silent Hill 2 incor porates “S-FORCE”. 
technology emulates a tully 3D surroun 
audio output. No 


+4 New state-of-the-art 3D sound tec hnology. This 4 
d sound environment through standard two channel 
special equipment is required to enjoy this technology during gameplay. 
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Radio ail 
The vadie OAM the player to a monsters 


presence with white noise. The white noise will 
change depending on the number and distance 
of the. msters. Learn how to interpret the 
pitch of the white noise to identify danger that 
you cannot see. The monsters cannot hear the 
yadio noise, so rurning it off would be foolish. 


Weapons 

Since James is an ordinary man with no special 
weapons training, his skill is marginal. Even in 
daylight or with the flashlight on, his accuracy 
with ons is questionable, especially with 
long-distance attacks. In addition, depending 
on the amount of pressure applied to the attack 
button, some weapons will be used with 


less/more force. Try to let monsters close in to 
insure a better hit. 
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WARRANTY 


Konami of America, Inc. warrants to the original purchaser of this Konami software product 
that the medium on which this computer pfogram is recorded is free from defects in materials 
and workmanship for a period of ninety (90) days from the date of purchase. This Konami 
product is sold ‘as is," without express or implied warranty of any kind, and Konami is not 
iable for any losses or damages of any kind resulting from use of this program. Konami 
agrees for a period of ninety (30) days to either repair or replace, at its Sano free of charge, 
any Konami product, postage paid, with proof of date of purchase, at its Factory Service 
Center. This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicant and shall be void if the defect in the Konami software product has arisen through 
abuse, unreasonable use, mistreatment, or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHE 
Hd aa 0 S OF ANY NA EB 
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EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR 
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Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This verigelts gives you specific rights, 

and you may also have other rights which vary from state to stafe. ' 


lf you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687. 


Konami of America, Inc. 
1400 Brite Parkwa' 
Redwood City, CA 94065 


“S-FORCE” 3D sound library is the sound middleware under the license of Sony Corporation. 
With the L/R 2 channel audio output, it offers the virtual surround effects with the 3 
Dimensional realism, and excellent positioning of the sound source. 


“S-FORCE” is a trademark of Sony Corporation. 


| Danse petite Neco reser Wallin Eo {SP bbe A Gee oa 
q on 
METAL GEAR SOLID 2 
SONS OF LIBERTY’ 


COMING FALL 


METAL GEARY 


trademarks of KONA 


ENTERTAINMENS 


Licensed for pt 
only. “PlayStati 
The ratings ico 
the U.S.A. THIS 
DESIGNATION) O@ 


PUTER ENTERTAINME 
AM® is a registered tf 


™ are either register 
N, INC. © 1987 2001 KO 


ent systems with the NTSO@ 
tademarks of Sony Cor 
Digitd gre Association. Ma 
ITH PLA’ 


JON 2 CONSOLES WI 
ENDING \\ 9 ~ 


2001 


Animated Violence 
Animated Blood 


